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EXCHANGE GOAL 


-> to move box. RETURN to choose. 


visual discrimination, rule formation, analyzing, 
identifying multiple solutions. 
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4th grade 


2-10 minutes per game 


1. 


to put students in a situation in which they must plan 
ahead and analyze. 


to require students to. use a set of rules, which 
change in each game, to plan a strategy. 
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PROGRAM DESCRIPTION 


General Description 


A title sequence will appear at the beginning of the program. Students can 
then proceed with the game by pressing: 


RETURN - on the Apple II and Commodore 64 
[—) - on the IBM PC/PCjr 
ENTER - on the Tandy 1000 and TRS-80 Color 


Students will then be asked if they want directions. 


Do you want directions? 


Press Y for yes or W for no. 


Then press RETURN. 


Students can answer “yes" to see the directions, or they can answer “no" to 
skip directions and begin the game. 


Students will then be asked their name. If a student proceeds without 
entering a name, the name TRADER 1 or TRADER 2 will be assigned. 
Yd 


Students will then be asked which game they want to play. 


CHOOSE A LEVEL: 


i. Beginner Barterer 


2. Assistant Swapper 
3. Terrific Trader 
Tupe a number. Then press RETURN. 


CUNOGUUGRUUOGOUAUCAAGQEGRGQGGUCRDOUUQEGOUACOORCECARULGRGQCORLGGCOSRUGAUCRRGECOCUARaGaRaceceeDeceeaeuaccgccecanaueaccenaecead 


- If students choose Beginner Barterer, they will be given a goal of 
5 shapes. The exchanges in this game are always even. This means 
that one shape will be exchanged for one shape, two shapes for two 
Shapes, etc. 


- If they choose Assistant Swapper they will be given a goal of 5-6 
shapes. Exchanges at this level may be even or uneven. Uneven 
means that one shape may be exchanged for two, two for three, or 
one for three shapes. 


- If Terrific Trader is chosen, the goal will consist of 7-8 shapes. 
Exchanges in this game are even and uneven. 


As students begin the game, they will see the goal, the starting shapes for 
each student, and a set of Exchange Rules. The goal consists of five to eight 
shapes chosen at random by the computer. 
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Each student begins with 5 shapes chosen by the computer. 


The Exchange Rules box contains four rules which allow the students to 
exchange their shapes according to these rules. The rules are also chosen at 
random and might look like this: 
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TRADER 1 begins the game and may choose one of the 3 options available, as 
shown below: 


ADL: 


Trading Post 


TRADER 2 


EXCHANGE 
{<- -) to nove box. RETURN to choose. 


If students choose ADD, the computer adds one shape to their 
collection. The box at the bottom of the screen is already 

positioned around ADD, and students need only to press RETURN 
(Apple II, Commodore 64), (IBM PC/PCjr), or ENTER (Tandy 1000, 
TRS-80 Color) in order to add one shape. 


The computer picks the shape at random. If a student already has 
twelve objects, the computer will take away one object since each 
student is limited to twelve shapes. 


If this situation occurs, 
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Exchanges 


i+ 


students micht choose the ADD option to get a shape from the computer. None 
of the exchanges that they could make would help them toward the goal. 


EXCHANGE: 


If students have a situation like this and the 


same exchange rules 
apply, 


aL ee et be 
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TRADER 2 


they might choose to make an exchange. There are several exchanges 
which could be made in this situation in order to get closer to the 
goal. Students could exchange as follows: 


or 


Ml +H te 
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The students may exchange the shape(s) on the left side of the <> 
Sign to get the one(s) on the right side; they can also exchange the 


shape(s) on the right side of the arrow to get the shape(s) on the 
left side. 


After an exchange has been decided upon, students move the box to 
EXCHANGE by using the arrow keys (Commodore 64: <, > ). 


A box then appears around the first shape in the trader's 
collection. Students move the box to one of the shapes they want to 
exchange and press the SPACE BAR. The shape they have selected will 
be crossed out (on the Commodore 64, the shape's color will change). 
That shape will also appear under Objects Selected. 
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Objects Selected: <- -) to move box. 
Tl m SPACE to select. 
RETURN when done. 


Students may choose another shape or as many shapes as are necessary for 
the exchange. They then press RETURN (Apple II, Commodore 64), [<=j 

(IBM PC/PCjr) or ENTER (Tandy 1000, TRS-80 Color). IF the shape(s) which 
have been selected for exchange fit one of the Exchange Rules, the 
computer will substitute the shapes according to the rules. 
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If the shapes selected for exchange do not fit the rule, students 
lose a turn. 
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GOAL: 


When the students think that their set of shapes contains all the 
shapes in the goal, they can select GOAL. The shapes do not have to 


be in the same order and there may be extra shapes that do not match 
the goal. 


For example, here TRADER 1 has the items needed to match the goal. 


TAHT Trading Post WiRMNN Mem 
Goal: A a ill HK 


After TRADER 1 has selected the Goal Option, the computer checks the 
two sets. If the goal is reached, the matched shapes are removed 
and that trader is declared a winner. If the goal is not reached, 
the trader loses a turn. 


When a winner is declared, a score is shown and a new game 1s 
started. The losers keep all of their shapes while the winners' set 


is replenished to five shapes. 


A student who has reached the goal twice is rewarded with a picture 
and his/her name is printed in as the winner. 
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Exiting the Program 


After the game is completed, students will be able to: 


Mhat do you want to do? 
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1. Play again - Sane level 
2. Change levels 


3. Change players 
4. END 


Type a number. Then press RETURN. 


Students may stop a game at any time by doing the following: 


- Apple II, Commodore 64, IBM PC/PCjr, Tandy 1000: hold down the CONTROL 
(CTRL) key, and press the E key. 

- TRS-80 Color: hold down the SHIFT and down arrow keys, and press the E 
key. 


Change Option 


TRADING POST has a Change Option allowing the teacher to choose whether the 
sound will be on or off during the program. It can be accessed when the 
question "Do you want directions?" is displayed by doing the following: 


- Apple II, IBM PC/PCjr, Tandy 1000: hold down the CONTROL (CTRL) 
key and press the T key. 

- Commodore 64: hold down the ¢: key and press the T key. 

- TRS-80 Color: hold down the SHIFT and down-arrow keys, and press the T 
key. 


A screen will then appear with the question: "Do you want sound on?" To turn 
the sound on, answer "yes" to the question. Once the sound is turned on, it 
remains available everytime the diskette is used, until it is turned off with 
the Change Option. 
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